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Abstract: This paper gives an overview of electronic learning (E-Learning) and mobile learning (M-Learning) 
adoption and diffusion trends, as well as their particular traits, characteristics and issues, especially in terms of cross-
cultural and universal usability. E-Learning and M-Learning models using web services and cloud computing, as 
well as associated security concerns are all addressed. The benefits and enhancements that accrue from using mobile 
and other internet devices for the purposes of learning in academia are discussed. The differences between traditional 
classroom-based learning, distance learning, E-Learning and M-Learning models are compared and some 
conclusions are drawn. 
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1. Introduction 
Due to the continual growth of computational power and increasing affordability, the usage of 
the Internet for learning purposes is becoming a norm. The notion of the “Internet of Everything 
(IoE)” [1] has inspired people all over the globe to use mobile phones and other hand-held devices 
for a widening range of internet usage, including that of M-Learning. This paper summarises the 
literature on deploying E/M-Learning in the field of academia and its adoption trends among 
students as well as instructors. A sample of more than 50 research papers published in high quality 
Journals and Conferences were considered and reviewed. Users’ adoption trends, usability 
(especially cross-cultural usability and mobile usability), user interfaces, types of users, technologies 
and techniques were investigated. Perceiving the next direction of development, deployment, 
adoption and diffusion of E/M-Learning were the key focus of this review, which was grounded on 
the following three central themes: 1) Determining the historical background and current state of 
E/M-Learning; 2) reviewing its usability and adoption trends and 3) systematic forecasting of the 
future, especially from the present research and trends both in the field of academia and industry. 
The objective was to devise a specification for a prototype M-Learning package to be developed. 
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2. Electronic Learning (E-Learning) 
Although there are many variations of the working definitions of E-Learning (Electronic 
Learning), it can be simply defined as learning conducted through the use of electronic media and 
information and communication technologies (ICT), usually on the Internet. In fact, E-Learning in 
principle covers any sort of electronic educational technology used for both formal and informal 
learning and teaching purposes. E-Learning consists of or is synonymous with various other terms 
widely used in academia such as virtual learning environments (VLE), virtual education, technology-
enhanced learning (TEL), computer managed instruction,  computer aided/assisted instruction 
(CAI), computer-based instruction (CBI), computer-based training (CBT), internet-based training 
(IBT), web-based training (WBT), online education, digital educational collaboration and, last but not 
least, M-Learning. Some of these alternatives only form part of the definition of E-Learning and 
emphasise on a particular component, aspect or delivery method of it. 
E-Learning consists of various types of media, not only text, but also such as images, audio, 
streaming video or animation. E-Learning may include numerous types of applications, technologies, 
techniques or processes such as the use of satellite TV, CD-ROM, intranet/Internet, Web 2.0, Web 3.0, 
podcast and Cloud Computing.  
E-Learning can provide greater flexibility by offering pedagogic services anywhere, even 
outside the traditional classroom. It can be led by an instructor (possibly located at a great distance) 
or simply be self-paced. Where both tête-à-tête teaching and E-Learning are used together, it is 
commonly called “blended learning”. 
3. Mobile Learning (M-Learning) 
Similarly to E-Learning, although many differing definitions can be found in the relevant 
literature, Mobile Learning, or M-Learning, may simply be defined as facilitating E-Learning through 
the use of any mobile or handheld devices. These mobile handheld devices vary in functionality and 
may include traditional mobile/cell phones, smartphones, PDAs (personal digital assistants), pods, 
pads (tablets) and other similar devices. Although laptops/notepads are mobile to some extent, they 
are not considered as “mobile” in this context by many researchers [2]. The principal features and 
traits of mobile learning have been extensively studied and summarised by Ogata & Yano [3]: “such 
as situating of instructional activities, permanency, accessibility, immediacy and interactivity”. 
Additional features elucidated by contemporary researchers include: “ubiquity, flexibility, multi-
functionality and nonlinearity that mobile devices offer for learning” [4]. 
M-Learning is seen to be a dictating trend [5] in the domain of emergent technology based 
applications for academia and is expected to act as a bridge [6], by reducing the gap between 
traditional and informal learning approaches. 
4. Seminal Research and Recent Advances of E/M-Learning 
The increasing use of mobile technology is influencing cultural practice and facilitates novel 
contexts for learning [7], although the integration of mobile technologies with traditional teaching 
has progressed at a somewhat slower rate. In part this is due to the fact that instructors themselves 
need to be trained in the use of mobile technology [8]. However, as mobile devices and networking 
technologies are becoming an integral part of daily life, it can be foreseen that M-Learning will soon 
become more widely adopted by educational programs around the globe. 
A study [9] was conducted in 2013 by Olga Viberg and Åke Grönlund to explore the adoption 
trends among students from different backgrounds, classified by factors such as gender, culture and 
age. The sample size of the study was 345 students. However, the participants were selected from 
just two universities, one in China and one in Sweden. The researchers took advantage of “Kearney’s 
pedagogical framework” [10] towards use of M-Learning (mobile learning) from a socio-cultural 
point of view. Their study [9] also adopted Hofstede’s cultural dimensions [11-12] to explore 
students’ cultural views towards mobile learning. Individualisation was found to be mostly positive 
(83%), followed by collaboration (74%) and authenticity (73%). 
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The Higher Education sector has to adapt to evolving technologies and their use such as “social 
media, social networking services, and mobile devices” [13]. Naturally this will have a profound 
effect on how education is delivered and this will need to be considered carefully [14].  
As consumers choose carefully their expensive mobile devices, this often becomes an extension 
of their personality [15]. Users of these devices are made to create virtual online identities and 
associated content and interact through social networking media. This phenomenon shows the 
importance of learning how best to effectively deliver content to such mobile devices to augment 
these new learning paradigms for end-users [16]. 
Mobile learning has already permeated and become widespread in higher education.  A study 
[5] by Wu et al. has shown that “85 out of 164 (52%) [as of 2012] of studies about mobile learning have 
been implemented within a higher educational framework”. 
Even though the mobile learning industry is mushrooming, the precise factors behind its 
adoption are still unclear [17-19]. Understanding the core driving factors will help to fine-tune and 
optimise the strategies and methods that require to be applied for mobile learning for both the 
stakeholders and the researchers. This is still very pertinent as “our understanding of technology use 
from the learners’ perspective is still quite limited” [20]. There is still much ongoing research to 
address this uncertainty [17-18, 21]. 
One major trigger for the adoption of mobile learning is “language”. Users whose mother tongue 
was not the language of instruction used mobile devices for the flexibility it afforded in being able to 
take the lessons anytime in any place, especially on board different transportation systems [21]. This 
is a key benefit of mobile devices, enabling users to make productive use of time that would normally 
be spent in inactivity. One factor that affected the adoption of mobile technology for personal M-
Learning in a negative manner was the cost. Other factors with negative influence included the small 
display dimension of the device, the input capabilities of the device and the ambient environment 
being a distraction (e.g. being noisy). There was, however, a high degree of user enthusiasm and 
expectation, with over 66% expressing a desire to use cellular phones for short to long term language 
learning. 
M-Learning adoption intentions are also significantly influenced by the “near-term/long-term 
usefulness and personal innovativeness”. “The perceived long-term usefulness significantly affects 
the perceived near-term usefulness” [18]. The expectation of novelty has a direct effect on the 
expected comprehension of the viability of adopting E/M-Learning. Other factors also include the: 
“perceived behavioural control, attitude and subjective norm” [17].  
As students are the main target for the application of M-Learning, their views should be given 
priority. With this strategic goal in focus, the key factors for the students adopting this technology 
have been identified to be the: “compatibility of technology with learning styles and needs, 
availability of encouragement and support from peers and teachers, and learners’ attitudes toward 
technology” [20]. With the internationalisation of the curriculum of universities in their ever 
expanding markets beyond their home countries, it is important to note that “cultural values [are] 
important for [the] adoption of ICTs in general” [22-23]. However, this needs further research, 
especially in correlation to pedagogic mobile technology [23]. 
The “Technology Acceptance Model” (TAM) [24] is the most popular theoretical model 
employed for the prediction of the likely take-up of mobile learning. The model has been further 
refined in its application to gauge differing learning environments by other researchers [18, 23, 25-
26]. To further increase the confidence level, two other theoretical models are also employed, these 
being the: “Theory of Reasoned Action” [27] and the “Theory of Planned Behaviour” [17]. 
Due to the many advantages of having a powerful computing platform inside the versatile, 
cheap and small size of the cellular phone, researchers are continually looking at how to best utilise 
it for language learning [26]. The disadvantages also must not be overlooked in a battery powered 
device, such as its small screen size and limited screen resolution [28]. The mobile device is also 
critically dependent on the network coverage and capacity, subject to interference and service outage. 
In spite of these negative factors, Thornton and Houser [29] showed that cellular phones can certainly 
be used effectively for providing language learning curricula for students. This concept was further 
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refined to be known as “Mobile-assisted Language Learning” (MALL) and considered one of the 
most pertinent mobile applications back in 2009 [30-31]. Another aspect of MALL, language learning 
based on mobile games has been extensively researched by Fotouhi-Ghazvini [32-35]. 
Other researchers have explored mobile language learning in depth [25, 29, 32, 36-40]. These 
explorative studies looked at various aspects of language learning and came to the overall conclusion 
to support the hypothesis that the use of cellular (mobile) technology does indeed effectively 
“enhance learners’ second language acquisition” [2]. 
5. Limitations of E/M-Learning 
Although mobile technologies, and hence M-Learning, have numerous advantages such as: 
mobility, flexibility, user-friendliness, inexpensiveness and accessibility, there also exists some 
obvious disadvantages.  Some major shortcomings of M-Learning include “limited presentation of 
graphics” [28], small screen display size, lack of cross-cultural usability, inability to easily provide 
digital-Braille services for the blind or visually impaired user unless specialised hardware is used, 
high dependency on cellular mobile networks and reception of their signals - which may restrict 
transmission capacity and face various types of disturbances such as outages. 
The Digital Divide [41-42] and Cross-cultural Issues [42-44] such as socio-economic 
circumstances, cultural background, traditions, beliefs, financial affordability and social and cultural 
factors also restrict the diffusion and adoption trends of E/M-Learning. 
A detailed analysis [42] concluded that cross-cultural issues can no longer be ignored in the 
globally connected and networked world. Thus, as a result it has become an absolute necessity to 
address the cross-cultural issues of information systems (IS), reflecting the user behaviours and 
influencing the way that fixed and mobile broadband technology is being accepted as well as the way 
it is changing the life styles of different groups of people.  Furthermore, a pilot study in Saudi Arabia 
[45], concluded that the participants were more likely to feel that the Internet or World Wide Web 
(WWW) were not supportive for cross-cultural exchange because of their linguistic barriers. Thus, 
the historical, religious, political and education-level factors associated with the user and how under-
developed one country is compared to another all need to be addressed and taken into consideration 
when designing the user interface. The continued emerging markets of the world are predominantly 
relationship-oriented, the modus operandi being through intricate networks of personal contacts [46]. 
This has a great impact on on-line shopping and e-business [45] and this factor also needs to be 
considered. 
The shortcomings of cellular technology should not be overlooked and have been classified by 
Cheon and colleagues [17] as the “users’ technical, psychological [47-48] and pedagogical 
limitations”. Technical constraints include the mobile devices’ limited display resolution, insufficient 
memory and international standardisation issues [48-50]. 
It should also be noted that the human rate of development is often slower and does not keep 
pace with the rate of technological advances. Pedagogical limitations such as the short attention span 
of students must never be overlooked, nor the service interruptions experienced when using mobile 
devices [47, 51]. As mobile devices become part of the lives of a significant proportion of society, the 
use of such devices for learning, especially language learning [42, 52-54] and for leisure is virtually 
becoming indistinguishable. Using mobile devices such as tablets for language learning is still an 
ongoing research effort [26]. Other research [42, 55] suggests that the usage of the Internet will greatly 
increase if websites are offered in more different languages in a culturally sensitive way. 
Apart from technological considerations, it is very possible that there may be commercial 
constraints on the development path, particularly of software. It is quite likely that vendors of E/M-
Learning products may purposely restrict functionalities of their products so that deluxe versions 
will offer a superior suite of functionalities and ease of use in order to generate more revenue. This 
could be enabled once people have become dependent on the basic products which are deemed 
critical to their business operation. These virtual learning products may also be tailored with specific 
restricted functionalities for certain markets for defence and security reasons, including also the need 
to control and manage foreign competition. 
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Releasing products with more features being opened up in a timely and staged manner may also 
give the illusion to the consumer of product improvement and refinement. Furthermore, E/M-
Learning products may be purposely written with features to test for patience and the persistence of 
the user, this could be especially useful for training the military, the special forces and also for 
aptitude training. 
6. A Journey towards Achieving Universal Usability? 
One major drawback of E/M-Learning is that it yet cannot be used for blind users, especially 
those who require using a Braille input/output device. To address this issue, researchers from 
industries and academia are working towards a Braille e-book. Figure 1 displays a prototype of such 
a Braille e-book [56-57] that is being developed by a team of researchers at Yanko Design. 
 
Figure 1:  Braille E-book Concept [56-57]. 
This device incorporates a “Braille display using electroactive polymers rather than mechanical 
pins to raise Braille dots on a [grid] display”. However, this device is still a concept (2013) and still 
not deemed to be an economic proposition, unless subsidised for the consumer. A “full Braille 
computer” was, however, patented as early as 2004, and it continues to be refined and needs further 
modification for mobile devices.  If these limitations could be eliminated, E/M-Learning is expected 
to be highly adopted by blind users. 
Due to the wide range of diverse users of E/M-Learning, providing cross-cultural usability is a 
vital demand. A team of researchers [58] from Glyndŵr University, UK and CReATED (Centre for 
Research on Applied Technology, Entrepreneurship & Development) are jointly working towards 
achieving this and much progress has been made so far. Identifying the cross-cultural usability issues 
and integrating some AI (Artificial Intelligence) to alleviate them is the focus of their current research. 
The project involved designing, developing and testing an M-Learning app to be used by a wide 
range of users from different backgrounds, initially tested at the University of Ha’il in Saudi Arabia. 
The test student participants were already familiar with using at least one e/M-Learning app such as 
Edmodo. Features such as attending exams, reviewing grades and availability of the study materials 
at any place and time were identified as the most popular ones. Some of them suggested 
implementing an online version of the Mobile Academy and integrating it with the app. The cross-
national (or cross-cultural) aspect of the mLearning app distinguished the work from other examples 
currently known of. 
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7. Concluding Discussions 
E-learning is a concept that has appeared to offer attractive opportunities from the earliest days 
of computing. Some successes have been achieved, but the pace of adoption has not entirely matched 
the expectations. The reasons for this are complex, but serve to illuminate related issues, particularly 
of the human-computer interface. The insertion of the Internet into the system developed into a 
radical transformation that yielded new avenues for research. Certainly one area where substantial 
penetration and success have been achieved is in replacement of traditional books by online resources 
to quite a significant degree. However, interaction with the user, while much useful work has been 
done, still offers great scope for improvement. This is perhaps illustrated by the observation that the 
British Open University has been in existence for about 50 years but it has not destroyed the 
functioning model of traditional universities in the United Kingdom, whose number has grown very 
substantially over the same period. This appears to illustrate the continuing need for the mentoring 
function of the human teacher. 
A more recent novel factor inserted into the system is the development of mobile learning. 
Inasmuch as this can be described as a computing device linked to the Internet, it is technologically 
a very similar concept to E-Learning. However, its ubiquitous presence and the potential opportunity 
for ownership of a suitable device by the majority of the population of the planet represent a major 
qualitative change. On the other hand, the severely degraded quality of the mobile human-machine 
interaction provided (screen and limited input functionality) have a profound effect on the quality of 
the interaction. Some software products have been developed specifically to accommodate these 
limitations while still delivering information in a satisfying and agreeable way: this problem is still 
amenable to the application of much more ingenuity. On the other hand, wearable devices such as 
Google Glass offer the opportunity for large high-resolution screens to be presented to the user in a 
mobile device. This product is comparatively new in the market and it remains to be seen whether it 
will be taken up by a substantial proportion of the population. This will be strongly affected by the 
rate of production of software that synergistically exploits the capabilities of the device. However, 
already some public places are either banning or restricting its use. 
While mobile learning may well displace many aspects of traditional E-Learning, the need for a 
human mentor still appears to be as strong as ever and hence M-Learning can only be a supportive 
tool to the learning process on the human scale. Obviously, it would be economically attractive if this 
need could be dispensed with, but more research would be needed before this would be likely to 
occur.  
A major problem with any new technology is the inertia of those reluctant to take up new 
technologies, such as senior academics. Special training needs to be arranged for these people and 
also possibly special modifications of the user interface to cater for them. 
Mobile learning requires a more complex infrastructure such as a reliable local electricity supply 
and telecommunications network.  This implies more points of failure compared to traditional 
learning modes such as reading a book or problem solving using pen and paper. While less relevant 
in developed economies, this has implications for the wider adoption of M-Learning in developing 
nations. 
It is also important to look beyond targeting students learners and to consider a focus on senior 
citizens as the population profile continues to age, especially for the industrialised nations of the 
globe. Thus it is very important to consider widening accessibility to handicapped, senior and 
disabled users. 
This paper has outlined the domains and characteristics of E/M-Learning, their adoption and 
diffusion trends, prospects and limitations, as well as current and future research. Possible 
integration of web and cloud based services with E/M-Learning and associated security concerns 
were addressed. The benefits and enhancements that E/M-Learning can bring over traditional 
classroom-based learning were discussed. Universal usability aspects were investigated and Braille 
devices and applications for facilitating E/M-Learning and cross-cultural usability were explored. 
The study undertaken was limited in scope to just over fifty papers which were published in 
exclusively high impact journals. This does preclude many papers which may have covered many 
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exotic and niche applications, although these niche applications have the potential to one day become 
common applications.  
Thus the lessons learned will be used to design an enhanced prototype application, taking into 
account the need to match the particular cultural characteristic of the user from the targeted nation 
with the user interface. The prototype structure needs to appeal to both genders, differing ages, 
national identities and educational backgrounds of the users and offer an adaptive and adaptable 
interface to them. The prototype will have core features with additional culturally-appropriate 
dynamic interfaces that will also adapt with the user. This adaptation will be in terms of the user’s 
learning curve and also the lethargy and/or attentiveness of the user, even suggesting that the user 
take a break when a session appears to be becoming unproductive, with little progress or even 
negative progress being made over the lesson duration. This is one particular important lesson that 
appears to be lacking in the plastic interfaces of the past when applied in an educational context. 
References 
[1] Mahdi H. Miraz, Maaruf Ali, Peter Excell, and Picking Rich, "A Review on Internet of Things (IoT), Internet of 
Everything (IoE) and Internet of Nano Things (IoNT)," in the Proceedings of the Fifth International IEEE Conference 
on Internet Technologies and Applications (ITA 15), Wrexham, UK, 2015, pp. 219 – 224, Available: 
http://ieeexplore.ieee.org/xpl/articleDetails.jsp?arnumber=7317398.  
[2] Olga Viberg and Åke Grönlund, "Mobile Assisted Language Learning: A Literature Review," in Proceedings of the 
11th International Conference on Mobile and Contextual Learning 2012, vol. 955, Helsinki, Finland, 16 -18 October, 
2012, pp. 9-16, Available: http://ceur-ws.org/Vol-955/papers/paper_8.pdf.  
[3] Hiroaki Ogata and Yoneo Yano, "Knowledge awareness for a computer-assisted language learning using handhelds," 
International Journal of Continuing Engineering Education and Life-Long Learning (IJCEELL), vol. 14, no. 4/5, pp. 
435 - 449, 2004, Available: http://www.inderscience.com/offer.php?id=5731. 
[4] Gunther Kress and Norbert Pachler, "Thinking about the ‘m’ in m-learning," in Mobile Learning towards a Research 
Agenda : Occasional Papers in Work-based Learning, Norbert Pachler, Ed. London, United Kingdom: The WLE 
Centre, Institute of Education, University of London, 2007, vol. 1, ch. 1, pp. 7-32. Available: 
http://centre.wle.org.uk/cms/files/occasionalpapers/mobilelearning_pachler_2007.pdf.  
[5] Wen-Hsiung Wu et al., "Review of trends from mobile learning studies: A meta-analysis," Computers and Education, 
vol. 59, no. 2, pp. 817–827, September 2012. 
[6] Pei-Luen Patrick Rau, Qin Gao, and Li-Mei Wu, "Using mobile communication technology in high school education: 
Motivation, pressure, and learning performance," Computers & Education, vol. 50, no. 1, pp. 1-22, January 2008. 
[7] Norbert Pachler, Ben Bachmair, and John Cook, Mobile Learning: Structures, Agency, Practices, 1st ed., Gunther 
Kress, Ed. New York, NY, USA: Springer US, 2010. 
[8] Agnes Kukulska-Hulme and Lesley Shield, "An overview of mobile assisted language learning: From content delivery 
to supported collaboration and interaction," ReCALL, vol. 20, no. 3, pp. 271--289, September 2008. Available: 
http://journals.cambridge.org/article_S0958344008000335.  
[9] Olga Viberg and Åke Grönlund, "Cross-cultural analysis of users' attitudes toward the use of mobile devices in second 
and foreign language learning in higher education: A case from Sweden and China," Computers & Education, vol. 69, 
no. 2013, pp. 169–180, November 2013. 
[10] Matthew Kearney, Sandra Schuck, Kevin Burden, and Peter Aubusson, "Viewing mobile learning from a pedagogical 
perspective," Research in Learning Technology, vol. 20, no. 1, pp. 1-17, February 2012. 
[11] Geert Hofstede, Culture's Consequences: International Differences in Work-Related Values, 1st ed. Beverly Hills, CA, 
USA: SAGE Publications, 1980. 
 www.aetic.theiaer.org 
AETiC 2018, Vol. 2, No. 2 53 
[12] Geert Hofstede, Culture's Consequences: Comparing Values, Behaviors, Institutions and Organizations Across 
Nations, 2nd ed. Thousand Oaks, CA, USA: Sage Publications, 2001. 
[13] Agnes Kukulska-Hulme, "How should the higher education workforce adapt to advancements in technology for 
teaching and learning?," Internet and Higher Education, vol. 15, no. 4, pp. 247-254, October 2012. Available: 
http://www.sciencedirect.com/science/article/pii/S1096751611000935. 
[14] Johannes C. Cronjé, "Using Hofstede’s cultural dimensions to interpret cross-cultural blended teaching and learning," 
Computers & Education, vol. 56, no. 3, pp. 596–603, April 2011. 
[15] John Traxler, "Students and mobile devices," Research in Learning Technology: The Journal of the Association for 
Learning Technology (ALT), vol. 18, no. 2, pp. 149-160, July 2010. 
[16] Shu-Sheng Liaw, Marek Hatala, and Hsiu-Mei Huang, "Investigating acceptance toward mobile learning to assist 
individual knowledge management: Based on activity theory approach," Computers & Education, vol. 54, no. 2, pp. 
446-454, February 2010, Available: http://www.sciencedirect.com/science/article/pii/S0360131509002358.  
[17] Jongpil Cheon, Sangno Lee, Steven M. Crooks, and Jaeki Song, "An investigation of mobile learning readiness in 
higher education based on the theory of planned behavior," Computers and Education, vol. 59, no. 3, pp. 1054–1064, 
November 2012, Available: http://www.sciencedirect.com/science/article/pii/S0360131512000991.  
[18] Yong Liu, Hongxiu Li, and Christer Carlsson, "Factors driving the adoption of m-learning: An empirical study," 
Computers & Education, vol. 55, no. 3, pp. 1211–1219, November 2010.  
[19] Eunmo Sung and Richard E. Mayer, "Students' beliefs about mobile devices Vs. desktop computers in South Korea 
and the United States," Computers & Education, vol. 59, no. 4, pp. 1328–1338, December 2012. Available: 
http://www.sciencedirect.com/science/article/pii/S0360131512001261.  
[20] Chun Lai, Qiu Wang, and Jing Lei, "What factors predict undergraduate students' use of technology for learning? A 
case from Hong Kong," Computers & Education, vol. 59, no. 2, pp. 569–579, September 2012. Available: 
http://www.sciencedirect.com/science/article/pii/S0360131512000632.  
[21] Glenn Stockwell, "Investigating learner preparedness for and usage patterns of mobile learning," ReCALL, vol. 20, 
no. 3, pp. 253-270, September 2008. 
[22] Dorothy E. Leidner and Timothy Kayworth, "A Review of Culture in Information Systems Research: Toward a Theory 
of Information Technology Culture Conflict," MIS Quarterly, vol. 30, no. 2, pp. 357-399, June 2006. 
[23] Manuel J. Sánchez-Franco, Francisco J. Martínez-López, and Félix A. Martín-Velicia, "Exploring the impact of 
individualism and uncertainty avoidance in Web-based electronic learning: An empirical analysis in European higher 
education," Computers & Education, vol. 52, no. 3, pp. 588–598, April 2009. 
[24] Fred D. Davis, "Perceived Usefulness, Perceived Ease of Use, and User Acceptance of Information Technology," MIS 
Quarterly, vol. 13, no. 3, pp. 319-340, September 1989, Available: http://www.jstor.org/stable/249008.  
[25] Chih-Kai Chang and Ching-Kun Hsu, "A mobile-assisted synchronously collaborative translation–annotation system 
for English as a foreign language (EFL) reading comprehension," Computer Assisted Language Learning, vol. 24, no. 
2, pp. 155-180, 2011. 
[26] Yueh-Min Huang, Yong-Ming Huang, Shu-Hsien Huang, and Yen-Ting Lin, "A ubiquitous English vocabulary 
learning system: Evidence of active/passive attitudes vs. usefulness/ease-of-use," Computers & Education, vol. 58, no. 
1, pp. 273–282, January 2012. 
[27] Ting-Peng Liang and Yi-Hsuan Yeh, "Effect of use contexts on the continuous use of mobile services: the case of 
mobile games," Personal and Ubiquitous Computing, vol. 15, no. 2, pp. 187-196, February 2011.  
[28] Michael Albers and Loel Kim, "Information Design for the Small-screen Interface: An Overview of Web Design Issues 
for Personal Digital Assistants," Technical Communication, vol. 49, no. 1, pp. 45-60, February 2002. Available: 
http://www.ingentaconnect.com/content/stc/tc/2002/00000049/00000001/art00005.  
 www.aetic.theiaer.org 
AETiC 2018, Vol. 2, No. 2 54 
[29] Patricia Thornton and Chris Houser, "Using mobile phones in English education in Japan," Journal of Computer 
Assisted Learning, vol. 21, no. 3, pp. 217–228, June 2005.  
[30] Agnes Kukulska-Hulme, "Will mobile learning change language learning?," ReCALL, vol. 21, no. 2, pp. 157-165, 
May 2009, Available: http://journals.cambridge.org/article_S0958344009000202  
[31] M’hammed Abdous, Margaret M. Camarena, and Betty Rose Facer, "MALL Technology: Use of Academic Podcasting 
in the Foreign Language Classroom," ReCALL, vol. 21, no. 1, pp. 76-95, January 2009. 
[32] Faranak Fotouhi-Ghazvini, Rae Earnshaw, David Robison, and Peter Excell, "The MOBO City: A Mobile Game 
Package for Technical Language Learning," International Journal of Interactive Mobile Technologies, vol. 3, no. 2, 
pp. 19-24, 2009, Available: http://online-journals.org/i-jim/article/view/757  
[33] Faranak Fotouhi-Ghazvini, Rae Earnshaw, Ali Moeini, David Robinson, and Peter Excell, "From E-Learning to M-
Learning - the use of Mixed Reality Games as a new Educational Paradigm," International Journal of Interactive 
Mobile Technologies, vol. 5, no. 2, pp. 17-25, 2011. 
[34] Faranak Fotouhi-Ghazvini, Rae A. Earnshaw, David Robinson, and Excell S. Peter, "Designing Augmented Reality 
Games for Mobile Learning Using an Instructional-Motivational Paradigm," in Proceedings of the 2009 International 
Conference on CyberWorlds (CW '09), University of Bradford, Bradford, UK, 2009, pp. 312 – 319.  
[35] Faranak Fotouhi-Ghazvini, Ali Moeini, David Robison, Rae A. Earnshaw, and Peter S. Excell, "A Design 
Methodology for Game-Based Second Language Learning Software on Mobile Phones," in Proceedings of the Third 
International Conference on Internet Technologies and Applications (ITA 09), Wrexham, UK, 2009, pp. 604-613. 
[36] Tim de Jong, Marcus Specht, and Rob Koper, "A Study of Contextualised Mobile Information Delivery for Language 
Learning," Educational Technology & Society, vol. 13, no. 3, pp. 110–125, 2010. 
[37] Nicolas A. Gromik, "Cell phone video recording feature as a language learning tool: A case study," Computers & 
Education, vol. 58, no. 1, pp. 223–230, January 2012.  
[38] M. Lu, "Effectiveness of vocabulary learning via mobile phone," Journal of Computer Assisted Learning, vol. 24, no. 
6, pp. 515–525, December 2008.  
[39] Claire Kennedy and Mike Levy, "L'italiano al telefonino: Using SMS to support beginners' language learning," 
ReCALL, vol. 20, no. 3, pp. 315-330, September 2008.  
[40] Mengmeng Li et al., "Development of Adaptive Vocabulary Learning via Mobile Phone E-mail," in Proceedings of 
the 2010 6th IEEE International Conference on Wireless, Mobile, and Ubiquitous Technologies in Education 
(WMUTE '10), Kaohsiung, Taiwan, 12-16 April 2010, pp. 34-41.  
[41] M. Pieper, H. Morasch, and G. Piéla, "Bridging the educational divide," Universal Access in the Information Society, 
vol. 2, no. 3, pp. 243-254, October 2003, Available: http://link.springer.com/article/10.1007%2Fs10209-003-0061-y.  
[42] Mahdi H Miraz, Monir Bhuiyan, and Md. Emran Hossain, "Impacts of Culture and Socio-economic Circumstances on 
Users' Behaviour and Mobile Broadband Technology Diffusion Trends" in the proceedings of the Fourth International 
Conference on Internet Technologies and Applications (ITA 11), Wrexham, UK, 2011, ISBN-10: 0946881685, ISBN-
13: 978-0946881680, pp. 473-479, Available: https://arxiv.org/ftp/arxiv/papers/1708/1708.02798.pdf  
[43] Mukhtar M. Rana, Mahdi H. Miraz, Mohammed Fakrudeen, and Harima Mubeen, "Cross-Cultural Information System 
Issues and Users’ Behaviour: A Case Study in the KSA," in Proceedings of the 6th IASTED International Conference 
on Human Computer Interaction (HCI 2011), Washington, DC, USA, 2011, pp. 1-6, Available: 
http://www.actapress.com/PaperInfo.aspx?paperId=451917.  
[44] Mahdi H. Miraz, Maaruf Ali, and Peter Excell, "Multilingual Website Usability Analysis Based on an International 
User Survey" in the proceedings of the fifth international conference on Internet Technologies and Applications (ITA 
13) held at Glyndŵr University in Wrexham, UK, 10-13 September 2013, ISBN-10: 0-946881-81-2, ISBN-13: 978-0-
946881-81-9, pp. 236-244, Available: https://arxiv.org/ftp/arxiv/papers/1708/1708.05085.pdf.  
 www.aetic.theiaer.org 
AETiC 2018, Vol. 2, No. 2 55 
[45] Mukhtar M. Rana, Mahdi H. Miraz, Mohammed Fakrudeen, and Harima Mubeen, "Cross-Cultural Information System 
Issues and Users’ Behaviour: A Case Study in the KSA," in Proceedings of the 6th IASTED International Conference 
on Human Computer Interaction (HCI 2011), Washington, DC, USA, 2011, pp. 1-6, Available: 
http://www.actapress.com/PaperInfo.aspx?paperId=451917  
[46] Richard R. Gesteland, Cross-Cultural Business Behavior: Marketing. Negotiating and Managing Across Cultures, 2nd 
ed. Copenhagen, USA: Copenhagen Business School Press, 1999. 
[47] Yeonjeong Park, "A Pedagogical Framework for Mobile Learning: Categorizing Educational Applications of Mobile 
Technologies into Four Types," International Review of Research in Open and Distance Learning, vol. 22, no. 2, pp. 
78-102, 2011, Available: http://www.irrodl.org/index.php/irrodl/article/view/791/1699  
[48] Yi-Shun Wang, Ming-Cheng Wu, and Hsiu-Yuan Wang, "Investigating the determinants and age and gender 
differences in the acceptance of mobile learning," British Journal of Educational Technology (BJET), vol. 40, no. 1, 
pp. 92–118, January 2009, Available: http://onlinelibrary.wiley.com/doi/10.1111/j.1467-8535.2007.00809.x/abstract.  
[49] Jason Haag, "From eLearning to mLearning: The Effectiveness of Mobile Course Delivery," in Proceedings of The 
Interservice/Industry Training, Simulation, and Education Conference (I/ITSEC) 2011, vol. 2011, Orlando, Florida, 
U.S.A., 2011, pp. 1-13, Available: http://www.adlnet.gov/wp-content/uploads/2011/12/e_to_mLearning_paper.pdf.  
[50] Jeffrey N. Lowenthal, "Using Mobile Learning: Determinates Impacting Behavioral Intention," American Journal of 
Distance Education, vol. 24, no. 4, pp. 195-206, December 2010. 
[51] Joseph Rene Corbeil and Maria Elena Valdes-Corbeil, "Are You Ready for Mobile Learning?," EDUCAUSE 
Quarterly, vol. 30, no. 2, pp. 51-58, January 2007. 
[52] Liwei Hsu, "English as a foreign language learners’ perception of mobile assisted language learning: a cross-national 
study," Computer Assisted Language Learning, vol. 26, no. 3, pp. 197-213, 2013. 
[53] Shayma K. Miraz and Maaruf Ali, "An Overview of Mobile Assisted Language Learning (MALL)” in the proceedings 
of the International Conference on eBusiness, eCommerce, eManagement, eLearning and eGovernance (IC5E 2014), 
held at University of Greenwich, London, UK,  30-31 July 2014, ISBN-13: 978-81-925233-2-3, pp. 67-70, Available: 
http://edlib.asdf.res.in/2014/ic5e/ic5e2014010.pdf. 
[54] Shayma K. Miraz and Maaruf Ali, “Mobile Assisted Language Learning (MALL) – A Brief Survey”, Annals of 
Emerging Technologies in Computing (AETiC), Print ISSN: 2516-0281, Online ISSN: 2516-029X, pp. 37-45, Vol. 2, 
No. 2, 1st April 2018, Published by  International Association of Educators and Researchers (IAER), Available: 
http://aetic.theiaer.org/archive/v2n2/p4.html. 
[55] Mahdi H. Miraz, Peter S. Excell and Maaruf Ali, "Cultural, Economic and Societal Impacts on Users’ Behaviour and 
Mobile Broadband Adoption Trends", in the Annals of Emerging Technologies in Computing (AETiC), Print ISSN: 
2516-0281, Online ISSN: 2516-029X, Volume 1, No 1, October 2017, pp. 34-44, published by the International 
Association of Educators and Researchers (IAER), Available: http://aetic.theiaer.org/archive/v1n1/p5.html. 
[56] Yanko Design, "Braille E-Book," Yanko Design, 2009, Available: http://www.yankodesign.com/2009/04/17/braille-
e-book/.  
[57] TechFresh, "Braille e-book Concept," TechFresh, 2009, Available: http://www.techfresh.net/braille-e-book-concept/.  
[58] Mahdi H. Miraz, Sajid Khan, Moniruzzaman Bhuiyan, and Peter Excell, "Mobile Academy: A Ubiquitous Mobile 
Learning (mLearning) Platform," in Proceedings of the International Conference on eBusiness, eCommerce, 
eManagement, eLearning and eGovernance (IC5E 2014), University of Greenwich, London, UK, 30-31 July, 2014, 
pp. 89-95. Available: http://edlib.asdf.res.in/2014/ic5e/ic5e2014014.pdf.  
© 2018 by the author(s). Published by Annals of Emerging Technologies in Computing 
(AETiC), under the terms and conditions of the Creative Commons Attribution (CC BY) 
license which can be accessed at http://creativecommons.org/licenses/by/4.0/. 
 www.aetic.theiaer.org 
